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ABSTRAK 
Fatimah, Ayu Syahidah. 2017. Pengembangan Media CBI (Computer Based 
Instruction) Bentuk Permainan Pada Materi Aljabar Kelas VIII, Skripsi, 
Program Studi Pendidikan Matematika FKIP Universitas Muhammadiyah 
Malang. Pembimbing Utama Dr. Siti Inganah, M.M, M. Pd., dan 
Pembimbing kedua Drs. Hendarto Cahyono, M. Si 
Penelitian ini merupakan penelitian pengembangan dengan tujuan untuk 
mengembangkan media CBI (Computer Based Instruction) bentuk permainan 
pada materi operasi aljabar kelas VIII yang valid dan praktis. Metode penelitian 
yang digunakan adalah penelitian dan pengembangan dengan uji coba skala 
terbatas. Langkah-langkah pengembangan media pembelajaran pada penelitian 
ini, yaitu: (1) potensi dan masalah; (2) pengumpulan data;(3) desain produk; (4) 
validasi produk; (5) revisi produk; dan (6) uji coba produk. Instrumen yang 
digunakan dalam penelitian adalah pedoman wawancara, lembar validasi, dan 
angket siswa. 
       Kevalidan media diperoleh dari hasil validasi ahli media dan ahli materi. 
Rata-rata penilaian validator media dari aspek rekayasa perangkat lunak sebesar 
4.375  dan aspek komunikasi visual sebesar 4.75 Sedangkan validator materi, 
aspek desain pembelajaran sebesar 4.18 dan aspek komunikasi visual sebesar 4.8. 
Kepraktisan media diperoleh dari agket respon siswa, rata-rata yang diperoleh dari 
angket respon siswa sebesar 4.338. Berdasarkan hasil kevalidan dan kepraktisan 
media pembelajaran permainan yang dikembangkan dapat dinyatakan layak untuk 
digunkan dalam proses pembelajaran karena media memenuhi kategori valid dan 
praktis. 
Kata Kunci : Media Pembelajaran, Aljabar, CBI (Computer Based Instruction), 
permainan 
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ABSTRACT 
Fatimah, Ayu Syahidah. 2017. Development of  CBI (Computer Based 
Instruction) Media in the Form of Game for Algebra Material of Class VIII, 
Thesis, Study Program of Mathematics Education, Faculty of Teaching and 
Education Science, Muhammadiyah University of Malang. First Advisor: Dr. 
Siti Inganah, M.M, M. Pd. and Second Advisor: Drs. Hendarto Cahyono, M. 
Si 
A goal of this research development is developing CBI media in the form of 
game for algebra material of class VIII which is valid and practical. The research 
method used was research and development with limited scale test. The steps of 
the method of this research are: (1) potential and problem; (2) data collection; (3) 
product design; (4) product validation; (5) product revision; and (6) product test. 
The instruments used were interview guideline, validation sheet and questionnaire 
of student’s response. 
       The validity of the media was obtained from the validation result of media 
expert and material expert. The mean of media validator assessment from the 
aspect of software engineering was 4.375 and the aspect of learning design was 
4.75. Meanwhile, for the material validator, the aspect of learning design was 4.18 
and visual communication was 4.8. The mean of media practicality got from the 
questionnaire of student’s response was 4.338. Based on the result of validity and 
practicality of the game learning media developed can be said as feasible to be 
used in learning process since the media fulfills the category of valid and 
practical.  
Keywords: learning media , algebra, CBI (Computer Based Instruction), game 
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